Yimagic

THE GATHERING

HOW TO PLAY JUMP:zmapT

JUMP INTO YOUR MAGIC: THE GATHERING JOURNEY...

Yy Jumpstart is a quick and easy way of getting straight into battle, using magic as you wander universes. Use Jumpstart booster
packs to create 40 card decks, formed with two uniquely different themes - from merfolk to goblins, dragons to vampires.
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KICK OFF ONE-ON-ONE
\ BATTLE WITH JUMPSTART

Grab four Jumpstart booster packs, each containing 20 cards. You and your foe
should each choose two packs, open them up, and shuffle to create two
40-card decks.

Decide which of you will start (perhaps flip a coin) and make sure you have a
2 way to track your life points (pen and paper never fails). The goal is to reduce
+ your opponent’s points from 20, to zero.

least two land cards. After the first player’s first turn, both players draw a card

3 Each draw your hand of 7 cards, making sure it includes a mix of cards, with at
4+ on their turns.

and take turns, the battlefield will include your lands, creatures and spells, and

4 When you begin, only your deck - or library - will be on the table. As you play
+ climinated cards will go to the graveyard. So, it'’s your turn...
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